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INSTRUCTION BOOKLET 


SUPER NINTENDO 


ENTERTAINMENT SYSTEM 


WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO SYSTEM, GAME PAK OR ACCESSORY. 


This official seal is your assurance that Nintendo has reviewed this product 
and that it has met our standards for excellence in workmanship, reliability 
and entertainment value. Always look for this seal 
when buying games and accessories to ensure 
complete compatibility with your Nintendo product. 


Official 


Seal of Quality 


{All Nintendo products are licensed by sale for use only with other authorized 
products beating the Olfical Nintendo Seal of Quality.” 


Thank you for selecting the Tetris Attack™* Game Pak for your Super Nintendo 
Entertainment System”. - 


Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. Save this booklet for future reference. 


This product has been rated by the 
Entertainment Software Rating Board: 
For information about the ESRB 
rating, or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


*© 1995 Nintendo - © 1996 Nintendo / Intelligent Systems. 
Tetris Attack” Licensed to Nintendo by the Tetris Company. 
™ and ® are trademarks of Nintendo of America Inc. 

© 1996 Ni 
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USING Tile CONTROLLER: 


A BUTTON 
x, Y BUTTONS Switch highlighted 
Used only in 


panels 


LOR R BUTTON puzzle mods: Confirm menu item 
‘ selection 
oe ee cack (on Select Screen) 
+ CONTROL PAD B BUTTON 


Move cursor Switch highlighted panels 
Select menu items: Cancel item 
(on Select Screen) START (on Select Screen) 
Start the game 
Pause 
_ “As time progresses, panels are 


automatically added to the bottom and the 
stack will rise. Should you clear every play 
on the screen, you can manually add a row 
of panels by pressing the L or R Button. 


* This rule is common for all games in 
Tetris Attack. 


BEFORE STARTING THE | 


nsert the Game Pak into the Super NES 

Control Deck and turn the POWER switch 
to the ON position. When the title screen 
appears, press START to begin. If you do. not 
press START, an instructional demo will begin. 
Press any button to return to the title screen. On 
the title screen, if you press any button, the 
Select Screen will be displayed. 


THE SELECT SCREEN OPTIONS 
1 PLAYER GAME 


There are five modes that can be 
played by one player. For details 
regarding each, see “1 PLAYER 
GAME Modes” on page 6. 


2 PLAYER GAME 

There are two modes for play by 
two players. For details, please 
see “2 PLAYER GAME Modes” 
on page 16. 


HOW TO PLAY 
Various lessons, all teaching the basics of Tetris 
Attack. 

HOW TO IMPROVE 


More lessons, detailing advanced techniques, 
such as Chain Reactions and Combos. 


Roper 


| T hae Attack is a puzzle game in which you rearrange the order of 

a stack of panels in order to clear them. As the stack ’begins rising, 
switch two horizontally adjacent panels. If you place at least three 
identical panels in a row vertically or horizontally, they will disappear. 
If the stack of panels touches the top, the game is over. 


For example, after positioning the cursor’ and pressing the B Button, the 
panels framed by the cursor will switch places. When the three 5k] 
panels alignyvertically, that row of panels disappears. Any panels left 
above fall into, the spaceleft by the eliminated row, of panels. 


Next, when half of the cursor frames an empty 
space, the panel and the empty space will be 
swapped. After switching, if there is an empty 
space below the panel, it will fall. Panels cannot 
be switched vertically, only horizontally; 
however, by switching them wisely with empty 
spaces, you can often achieve the same result. 


o choose from any of the five different one-player game modes, 
select 1 PLAYER GAME on the ee Screen. 


When playing ENDLESS, TIME TRIAL or 

VS. Game Modes, you must establish the 

levels before you start. (In VS. Mode, you 
~ establish GAME LV. only.) 


SPEED LV. 


This setting deter: 
fast 1 th stack of | 


GAME LV. 
This setting will change the 
speed of disappearing or falling 
panels. In the ENDLESS Mode, 
it will also change the number 
of panels with which you begin. 


In this mode, play continues until the stack of panelgifeaehes|the top: 
As time progresses, the speed at which the stack ris@S)Will gradually, 
increase. Before beginning a game, you must selecfamaseot The 
character you select for a mascot will determine whieh playfield 
background and music you will see and hear. 


In this mode, \you must try to score as many points BS) possible in two 
minutes. You can select your favorite mascot, just lKeum the 
ENDLESS Mode. 


Elapsed / Remaining Time High Score 


Your Score 


Current 
Speed Level 


Playfield 


Cursor 


In this mode, the object is to clear all the panels above the clear line. 
When you begin the stage, you cannot see the clear line, but it will 
"appear as you begin to eliminate the stack. As the stages advance, the 
speed at which the stack is raised will increase. After each screen is. 
completed, a password will be displayed. If you write down your 
password and enter it later, you can resume your game from where 


you left off. 


Elapsed Time 


Playfield 


Stage Number 


Your Score 
Current Speed Level 
Level 


Clear Line 


Cursor 


PASSWORD ENTRY 
Every time you clear a screen in the STAGE 
CLEAR, PUZZLE or VS. Modes, an eight-character 
password will be displayed. To resume playing at 
this point, select the same mode, then choose 
PASSWORD. When the Password Entry Screen is 
displayed, enter the password. 


In this mode, you must clear all the panels on the Seheem witli allimnited 
number of switches. After each screen is completedjial password will be 
displayed. If you write down your password and erfemiilater you eal 
resume your game from where you left off. | 


If you press the X or Y Button, you can cancel youriashsWitehn Press 
them simultaneously to restart the current puzzle. 


Elapsed Time 


Stage Number 


Player's Playfield Computer's Playfield 


Stage 
Number 


Elapsed Time 


NS. (VS. COMPUTER) 

The VS. game is played against an opponent. When played 
as a 1 PLAYER GAME, you will compete against the 
computer (CPU). If your opponent's stack of panels reaches 
the top before yours, you win. 


There are three ways to attack your opponent: 
Clear a row of Shock Panels (indicated by the 
(1 panels), complete Chain Reactions or 
complete Combos. 


(For details, please see 
“About Chain Reactions 
and Combos” on the 
following page.) 


This is a Shock Panel 


— —_ 
Garbage Block caused by a Chain Reaction. 


Shock Block caused by clearing Shock Panels, 


When you complete Chain Reactions or 
Combos, Garbage Blocks will fall onto your 
opponent's playfield. 


11) 


a 
About CHalnt EON ect 


t only takes three like panels placed together toimake them 
disappear. However, should you place four or more together or 
should one clear cause another clear to occur, there are great advantages. 


CHAIN REACTIONS 
A Chain (chain reaction clear) happens when the panels sitting on top 
of a cleared row fall and are themselves cleared. 


Example of a x3 Chain Reaction. 


@ then, (@) falls and disappears. @When the(e) falls, it too disappears. 


COMBOS 
Combos (combination clears) occur when you simultaneously clear four 
or more panels, The rows cleared can either be all the same or multiple 


types of panels. 


Example of clearing six panels simultaneously. 


ra 


ra) 
Aas 


@switch A and... 


@ana the two rows of and (Al 
will disappear simultaneously. 


peat yim eaencr ocr 


OWcan neither clear nor mové Garbage Blocks. You can only lower 
them by*clearing.onremoving the panels on which these’rest. 


So, how can you deal with Garbage Blocks? 


Simple, all you must do is to clear a row of panels on which the Garbage 
- Blocks are resting. The Garbage Block will transform to panels. Once 
transformed, the panels.can then be clearéd like normal. 


@The Garbage Block rests on the (|, 


* When you clear a Garbage Block, 
if a like-colored Garbage Block 
touches it, they will be transformed 
together; however, if it is different 
color, it will be unaffected. Also, for 
those blocks that have two-or-more 
layers (widths), only the lower layer 
will transform. Repeat the process 
to transform each layer until the 
entire block is gone. 


i . 
@ lear the row of {4}. 


f you select 2 PLAYER GAME on the 
Select Screen, you will have two 
modes to choose from. 


After you select the game 
mode, you must set the levels: 
for both players Each player's 
settings:can be set separately. 
This is useful for handi- 
Capping two players of 
differing abilities. 


LV. (SETTING LEVEL) : 
The setting changes the speed at which the panels fall and rise. It also 
affects the number of panels you begin with. 


HANDICAP 
To further allow handicapping for the TIME TRIAL Mode only, the points 
selected here will be added to the player's score at the end of each game. 


Both Players’ Levels 


Player 1's Playfield , Player 2's 
Player 1’s Score Playfield 


Time Remaining * s Beye zs. 
a core 


Number of Wins This Match 


This game is played the same as the 1 PLAYER GAME inthis mode, 
both players will compete to see who scores the highest in two minutes: 
No Garbage Blocks will drop in the TIME TRIAL Méde: 


In the VS. 2 PLAYER Mode, you will attack your opponent using Shock 
Panels, Chain Reactions or Combos. The game is played the same as 
the VS. 1 PLAYER Mode game. In the VS. 2 PLAYER) Mode, the first 
player to win two games wins the match. 


Points 
(Numb@r of matches 
won bj each player) 


Player 1's Playfield 


Player 2's 
Playfield 
Both Players’ Levels. 


Elapsed Time Number of Wins This Match. 


* The character you select 
for a mascot will determine the 
playfield background you will see and 
the music you will hear. There are no 
benefits or handicaps associated with 

any of the mascots. 


* To clear the Points counter, either choose 
a different mode or turn the POWER switch 
to the OFF position. 


LO WE 
>: tine oe 


Select either of these modes on the Select Screen, and 

Twill teach you howto play. My lessons include the 

basics of How-To-Play, Chain Reactions, Combos 
~ and other advanced techniques, 


‘Dm a very thorough teacher, so if you pay 
attention, you can really improve your skills! 


OPTION MODE 


sing the Option Mode; you can. change 

several options. After making any Coa 
changes, press the B Button to return to the 
Select Screen. 


~ TEXT TYPE 

The Text Type switch has two settings, ENG 
and JPN. The setting ENG will display 

~ English text. Change the setting to JPN, and 
Japanese text will be displayed. 


MATCH POINTS 

This switch allows you to select how many games must be won to 
decide a VS. Mode match. Set this to either one point or two. 
SOUND TEST-AND MUSIC TEST 

Both of these options operate similarly. Use dand} on the + Control 


Pad to select the sound effect or music track you want to listen to, then ~ 
* ‘press the A Button to start it. 


CHARACTER 
Using this option, you can view the biographies fo 
characters. Use dand } on the + Control Pad to selg 
press the A Button to view it. 


CPU SWITCH 
After selecting this option, the screen pictured belo 
can choose to turn on the CPU player for either pla 
CPU player skill level can also be selected. Choos¢ 
numbered zero through seven. The higher 
the number, the quicker and more skillful 
the CPU player will be. 


MARK 


When the Mark switch is ON, a 
transparency effect makes the mark less visible. 


IMPORTANT: Bs 


WARNING: Copying of any Nintendo game is illegal and is strictly 
prohibited by domestic and international copyright laws. “Back-up” or 
“archival” copies are not authorized and are not necessary to protect your 
software. Violators will be prosecuted. 


This Nintendo game is not designed for use with any unauthorized 
copying device. Use of any such device will invalidate your Nintendo 
product warranty. Nintendo (and/or any Nintendo licensee or distributor) is 
not responsible for any damage or loss caused by the use of any such 
device. If use of such device causes your game to stop operating, 
disconnect the device carefully to avoid damage and resume normal 
game play. If your game ceases to operate and you have no device 
attached to it, please contact your local authorized Nintendo retailer. 


The contents of this notice do not interfere with your statutory rights. 


This manual and other printed matter accompanying this game are 
protected by domestic and international copyright laws. 


The rental of this game without permission of Nintendo or its licensees 
is strictly prohibited. 


For further information or assistance, please contact: 
Nintendo Consumer Assistance Hotline 

1-800-255-3700 (U.S. and Canada) 

Or your local authorized Nintendo retailer. 


WARRANTY AND SERVICE INFORMATION: _ 


3-MONTH LIMITED WARRANTY 

(For Hardware, Game Paks, & Accessories) 

Nintendo of America Inc. (“Nintendo”) warrants to the original purchaser that the product 
(hardware, game paks and accessories) shall be free from defects in material and 
workmanship for a period of three (3) months from the date of purchase. If a defect covered by 
this warranty occurs during this three (3) month warranty period, Nintendo will repair or replace 
the defective product or component part, at its option, free of charge. 


ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 

Nintendo warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for an additional three (3) months beyond the original 3- 
month warranty period described above. If a defect covered by this warranty occurs during this 
additional 3-month warranty period, Nintendo will repair the defective hardware product or 
component free of charge. The original purchaser is entitled to this additional 3-month limited 
repair warranty only if the Consumer Proof of Purchase Card (attached to the hardware 
packaging when sold) is returned promptly after the date of purchase to Nintendo by the 
original purchaser or the original purchaser's retailer. 


WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with your 
product. Call the Consumer Assistance Hotline at : 1-800-255-3700 rather than going to your 
relailer. Hours of operation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and 6 a.m. 
to 7 p.m., Pacific Time, on Sundays (times subject to change). If the problem cannot be solved 
over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR 
CENTER™ or you will be offered express factory service through Nintendo. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED 
FOR LOSS OR DAMAGE, to the nearest service location. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS, 
NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON- 
LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS 
MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, 
UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS 
OR WORKMANSHIP; OR (d) HAS HAD THE SERIAL,NUMBER ALTERED, DEFACED, OR 
REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY 
LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS: 
OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON. 
HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary 
from state to state. Nintendo's address is as set forth on the back cover of this manual. 


This warranty is valid only in the United States & 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. printeo in saran 


